Background 


Alien: Isolation DLC 


Alien: Isolation Downloadable content (“Al DLC”) consists of extra maps separate from the 
main game, which have their own objectives. DLC runs are considerably shorter than the 
main campaign, with many categories clocking in times under a minute. Therefore, these 
runs are highly optimised and demand incredibly precise gameplay in order to obtain 
competitive times, with the difference between world record (“WR”) and 2™ place sometimes 
being even less than 0.1 seconds. 


Though the DLCs feature in-game leaderboards, these are largely unusable due to glitch 
tech and hacks which have allowed runners to populate the boards with 0 second times. 
Independently, as a community we have implemented our own leaderboards located under 
the individual level (“IL”) section on the Al speedrun.com (“SR.C”) main page. See Exhibit 
(“Ex.”) 1. 


OpenCAGE 


The modder MattFiler has developed a toolkit, called OpenCAGE, by which users are able to 
customise assets, configurations, scripts and behaviour trees. A more detailed description of 
the tool can be seen in Ex. 2. We have reason to believe that it is through use of this tool 
that the runner JulianAlien (“Julian”) has submitted runs with modifications present to gain an 
unfair advantage over other runners. This document will detail the findings and evidence to 
justify this claim. 


Events leading to the investigation 


Julian began submitting runs in April of 2022. Since then, he has submitted to the vast 
majority of IL categories, including every level of glitch tech sub-category. 


On the 29" October 2023, Julian submitted a run for the DLC map Overrun of 1:04.320, tying 
with the WR by the runner _xEB. This was verified shortly after. In the No Major Glitches 
(“NMG”) sub-category for Overrun, runners must reach the end of the map, call an Elevator 
and then wait for it to open before they can complete the DLC. 


However, on the 4* December 2023, one of the moderators raised suspicion over the speed 

of the Elevator in Julian’s run. Though his Elevator speed was noted to be significantly faster 
than multiple other runners, this was assumed at the time to be due to hardware differences 

and so the verification status of the run remained unchanged. 


Later on in December of 2023, Julian would go on to submit multiple runs for the DLC map 
The Basement. He obtained world record times in the No Crouch Clipping (“No CC”) and 
NMG categories. On 14" December 2023, he achieved a time of 48.620 seconds in the No 
CC category of The Basement, beating the WR of 48.650 seconds by _xEB. 


This run was then beaten on the 17" December 2023 by the runner Maryx, who submitted a 
run of 48.610 seconds. On the 18" December 2023, Julian then submitted a time of 48.590 


seconds, reclaiming the WR. The next day, 19°" December 2023, he submitted an even 
faster run of 48.430 seconds for No CC. 


That same day, he submitted two runs to the NMG category of The Basement; a time of 
48.510 seconds, which tied with the WR by Maryx, and then a faster time of 48.460 seconds. 
All these runs were promptly verified. 


Towards the end of The Basement, runners are required to activate a Generator, which then 
triggers an Elevator to become active, allowing for completion of the map. The action of 
activating Generators involves pumping a lever three times; this includes a set animation for 
each pump. Shortly after these runs were verified, a moderator raised concerns regarding 
the speed of the Generators seen in Julian’s Basement WR runs. Again, hardware and 
settings were proposed as potential explanations and his runs remained verified. 


Julian had, up to this point, been a trusted member of the community for a couple of years 
with no prior evidence to warrant rejection of his submissions, though it was known that he 
has experience with modding A:I. This changed in May of 2024 when it was discovered that 
OpenCAGE could be used to affect the specific aspects of the game which were 
questionable in Julian’s runs; namely the speed of Elevators and Generators can be 
adjusted to values that cannot be replicated without modifying the game. See Ex. 3. 


As a result of these discrepancies and possible mechanism for causing them, the 
moderation team and members of the community began an investigation. 


Findings of the investigation 
The investigation formally commenced on the 14" May 2024. 


A spreadsheet was produced which shows that the speeds of Generators in the DLCs The 
Basement, Severance and The Package are significantly faster than for any other runner. 
The spreadsheet is linked below in Ex. 4. Additionally, an analysis of the Elevator call time in 
the DLC Overrun compared to other runners was included, displaying a faster speed of 
under 1800 frames, which should be impossible within the logic of the game. This will be 
expanded upon later in this document. 


Test runs of Overrun were carried out with and without use of OpenCAGE to speed up 
Elevator opening by 300 milliseconds. See Ex. 5. When the modification was present, the 
opening of the end Elevator was in line with that seen in Julian’s WR submission. Even with 
high end hardware (4090 graphics, 64GB RAM, DDR5) the Elevator could not be replicated 
on the vanilla game without a modded Elevator. 


Comparisons were made of Julian’s Generators in his submissions for The Basement, both 
against other runners and himself at multiple points in time. See Ex. 6. We have already 
noted this speed as being anomalous compared to other runners. However, it is significant 
that prior to his WR submissions on 19* December 2023, he also submitted an NMG run of 
The Basement on the 14 December 2023. This run had a Generator of comparable speed 
to other runners, suggesting that between the 14" and 19" December, a modification was 
added to affect Generator speed. 


Members of the community reached out to Julian on 15* May 2024 at 13:41 to ask him to 
perform a run of The Basement on 1080p. He was seen on OpenCAGE through Discord 
status before the request. See Ex. 7. Subsequently at 13:50 he uploaded the test run. The 
Generator in this run was among the slowest in comparison with other runners, as though 
the modification was removed. This finding supports the hypothesis that OpenCAGE was the 
program used to mod Julian’s Generators. 


Further to this, it was found that on the 2" December 2023, Julian asked in a Discord for 
modding how to modify the speed of door opening and animations. See Ex. 8 and 9. In fact 
he specified exactly “a door that takes 30 seconds to open”; 30 seconds being the time the 
Elevator door in Overrun takes to open. His reasoning for enquiring about Generators was in 
the context of trolls to slow them down, so as to “make some scenes more “stressful””. It is of 
course trivial to note that any setting which can slow down a Generator can be used for the 


opposite effect to speed it up. 


A moderator later asked him on the 21* May 2024 how to speed up animations if not through 
hardware and Julian denied that it could be changed. See Ex. 10. This is an outright lie as 
he knows that this is possible, having been given a response in the modding Discord server. 


Attempted explanations for these discrepancies 
Resolution 


Julian claims his performance was better at a higher resolution, which caused less input 
delay. See Ex. 11. This is false, since input is somewhat tied to framerate. Since the 
framerate is capped at 275 frames per second (“FPS”), and runners average at least around 
200 FPS, the input delay should be the same, with a nanosecond here and there in 
difference. 


Besides that, his claims of “higher resolution runs faster” simply do not hold up under 
scrutiny. The GPU must do more processing for higher resolutions, slowing it down slightly. 
800x600 will always run faster than 3840x2160, since the amount of pixels the GPU has to 
draw increases immensely. 


Just to do some calculations: 800x600 has to only render 480.000 pixels, meanwhile 
3840x2160 (4K) has to render 8.294.400 pixels. That is 17,28 times more calculations. In no 
universe should the game be running faster. 


In reality, runs done at 720p have exactly the same Generator speeds as runs done on 4K, 
as seen in Ex.12. 


32 bit 


The second claim that Julian has used to justify why his runs are better is due to “32 bit”. 
See Ex. 13. In short: 32 bit should have no effect on anything. The vast majority of runners 
run this game on Windows, which is 32 bit exclusive. This means everything should be 
consistent among all runners who hit, or get close to, the framecap. The biggest difference 
between 32 and 64 bit is how well it runs. If you already hit the framecap of 275 in 32 bit, 
there should be no difference in 64 bit either. This claim was also backed by manually timing 


multiple 32 bit runs, and one 64 bit run. There were no differences between multiple runners 
running 32 bit, nor was there any difference in the 64 bit run. See Ex. 4. 


AMD and DDR5 


Besides that, Julian also claims his runs are faster due to “AMD” and “DDR5”, and that the 
game runs faster because of his AMD processor and DDR5 RAM. See Ex. 14. This is pure 
nonsense. Even if the game “runs faster” under AMD and DDR5 RAM, once you again reach 
the frame cap/a stable framerate, there is no difference in Generator/Elevator speeds. 


And even if it did make a difference, all timed runs, ranging from DDR3 to DDR5, were 
consistent (besides Julian’s). See Ex. 4. 


Delta Timing 


Since it might not be clear why “the frame cap” matters so much here, let us break down 
how the game handles its timings. Everything is timed via “smoothed Delta Timing”. To 
explain how that works, we must first explain how Delta Timing in itself works. 


Delta Timing is a method to detach most, if not all, gameplay calculations from the framerate. 
Delta Time is usually calculated by simply subtracting two times from each other (counted as 
clock cycles). The two times being: the current clock cycle - the previous clock cycle (so last 
time Delta Time was calculated). This gives us an accurate timing method that will not break 
down unless you reach absurd framerates (which again means you should cap your 
framerate). This in turn means all timing methods will be consistent across different 
hardware. 


Smoothed Delta Timing takes this one step further, smoothing out changes in the deltatime 
value. This works perfectly in theory, unless you have a huge frame drop that stays for a 
while (such as limiting your FPS to 6). What this in turn means is that animations can only 
get SLOWER, and not faster. 


Take the following example: 


If the game ran on Delta Time, and we implement a system that delays the door opening for 
30 seconds, we’d code something like seen in Ex. 15. To do some maths here: if we run the 
game at a consistent 275 FPS, Delta Time would be equal to something around 3.636363... 
(1000 milliseconds / 275). With this in mind, it is theoretically impossible for the door to open 
any faster than 30 seconds. Depending on how it’s programmed, 29.996363636... seconds 
is also possible. In turn, with smoothed Delta Time, it works the same, except when a huge 
drop happens, the “smoothed value” catches up slower to the actual Delta Time value, so it’s 
using the small value of 3.636363 (or something close to it), rather than, for instance at 6 
FPS, 166.66667 (which means everything is slower for a while and some elements such as 
physics go haywire). In normal play, this wouldn’t happen of course, and this just gives a 
smoother number at around 3.8 milliseconds (taking the range 250-275 FPS). What this 
means is that the timing of Elevators and animations should be the same as well, since an 
animation in the end is just a value going from A to B. 


In conclusion, we have shown that resolution, 32 bit, AMD and DDR5 should have no impact 
on how fast animations and doors are in the game. 


Motivation to submit modded runs 


We can see from the chronology of events that though he obtained the No CC WR for The 
Basement on 14* December 2023, this was beaten only a few days later. It is likely he felt he 
could not get new WR runs in the DLC ILs without resorting to gaining an advantage. He has 
previously stated discontent with respect to the DLC timer being “unfair” and due to his 
hardware being inferior from when he was running Al on a laptop prior to December of 2023 
(currently he uses a high-end PC). See Ex.16. 


It is worth noting that he has previously found a way to guarantee the Fast Walk glitch in 
Mission 19 of the main campaign. See Ex. 17. He proposed a mod that would ensure 
runners get the glitch every time, however this was decided against for multiple reasons. 
Julian also said during this time that anyone with the knowledge could just implement the 
mod and there would be no way to detect it. See Ex. 18. Although this does not constitute 
proof of foul play, it does raise suspicion with regards to what else could be modified without 
being able to be detected. 


Outcome of the investigation 


This evidence was presented to the SR.C site admin, who reviewed our findings and spoke 
with community members directly. The site admin then consulted with the Al moderation 
team and a decision was made to ban Julian from the site. 


Julian has since set all his videos to private, and as such they are not viewable. 
Consequently, and due to the site ban, all his existing runs have been rejected from the Al 
and Al category extensions leaderboards. 


He has also demanded that community members involved with the investigation remove all 
video evidence of his runs, which were independently downloaded and uploaded to keep a 
lasting record. Julian alluded to legal consequences for failure to comply with his request, 
citing GDPR article 17. See Ex. 19. As there is nothing personally identifiable in any of the 
videos, screenshots and spreadsheets, and all evidence archived is in the public interest, he 
has no grounds by which to make that request. 


Exhibits 


Exhibit 1 
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Exhibit 2 
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The ultimate Alien: Isolation modding guide. 


Introduction 


Exhibit 3 
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Exhibit 4 


httos://docs.google.com/spreadsheets/d/1PY4AW6PM68HgD2rzv3OrKxrxXj7MGv4JX8-E2nn 
axwms/edit?gid=0#gid=0 — Timings spreadsheet 


Exhibit 5 


httos://youtu.be/UDpMN6Sy65s —Julian’s Elevators (Overrun) 


Exhibit 6 


httos://youtu.be/GeEO9vEErsyY — Julian’s Generators (The Basement, Severance, The 
Package) 


Exhibit 7 
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bruh 


Exhibit 8 


bs Is it possible to modify the speed of the door 
opening animation? like having a door that 
takes 30 seconds to open, even in habitation 
and some tech maps that would be funny to 
have and use 


| think we've looked for those door speed 
settings before and while we found something 
that 

we thought was a door speed it was not or 
seemed to have no effect. 


and animations in general? 


or e.g. if | say | want to slow down a generator 
to make some scenes more "stressful" where 
do | find that animation if yes is that then 
modable? 


Exhibit 9 


GHRamsEy 

Slow down the animation for the generator pumping? Those are easier. Use search for wall generator and maybe change the 
animation speed. | sped those up by adding a play speed factor of 2. So to slow them down maybe change to 0.5. That won't slow 
the button mash part only the speed of the hand grab and pull on the handle. 


Also, there is a reference from the wall generator to Grab And Pull. This controls all animations where we interact and pull a lever 
or handle but you can change the animation speeds there to be lower and also a a parameter on grab and pull composite called 


hands_on which is usually 0.75. | set it to 0.25 and it speeds up the animation on the power levers in M10 and the door braces. 
Additionally, floatclLamp and floatlinearinterpolatedtime have some calculations for animation speeds. 
| set them to 2 or more and it speeds up the animations. 


Most of those animations default to 1 and there are three different parameter names: 
CMD_PlayAnimation uses "PlaySpeed" 
PlayEnvironmentalAnimation uses "play_speed" ; 


CAGE Animation uses "playspeed’. 


Exhibit 10 


Metzix 
so i was like what does swayze says? how could you manipulate it if it isnt your hardware? his resond 
“thats the thing, you cant change it" 


Explosive Bullets 
interesting 


Metzix 


Metrix 


Jisan 


remember im acting like i dont know anything like you never told me about it 


Explosive Bullets 
well now he is clearly lying to you with what I understand, | can show you in 5 min me changing the 


generator to be faster 


Metzix 
thats the thing, he clearly asked this in discord, by now a modder like he should know how to change it 


Exhibit 11 
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can you actually try 4K and 144 
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Julian 
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Exhibit 12 


https://youtu.be/MDGKaklejA0?si=QntWSDiZ6VJ417Y0&t=54 — Comparison of 720p vs 2K 
(timestamped) 


Exhibit 13 


SWAYZE 

Heyy julian, i am trying to run No CC 
basement. Ive grinded really hard but i cant 
seem to keep up after a certain point, any 
clue why? 


Julian 


32bit game is the short answer 


SWAYZE 
and whats the long answer? because everyone 
runs it at 32bit, why cant i seem to keep up? 


Julian 
| will write that later 


it is related to all your hardware components 


Exhibit 14 


Julian Julian 


the problem in g 


regardless, you really think a slightly faster CPU is 
the reason for a .2s difference. Hard to believe 


Julian 


ther point is actua 


ne high CPU load momen can be/ Julian 
ta ; speaking of stuff | remember MattFiler saying 
that the game performs better on AMD CPUs, not 
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that is not the difference 
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pports both 


o there is normally a detailed c 


Explosive Bullets 
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Abit has a lo 


wouldn't make the 32b 


void Q) 
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/ LL the logic gets run 
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DoorTimer += DeltaTime; 


Exhibit 16 


is times if he gets a timer advantage o 


E.g my basement run had imer offset if re-time it € 


If he saved 0.5/ 0.6s already by the timer it’s impossible beating that my frame rate is to consistent for the ingame t 
he mods but from the side of fairness it is not that was my point 


As | wrote yi day ped running Mission ILs, same will apply here too then | won't run the game anymore like this not going to try aiming for im 


hardware 


Exhibit 17 


@uJulianAlien12 
Not sure why nobody asked me ice I'm known in the speedrunner community as modder, but the "Fast Walk" glitch is caused by a script break when you go from Non Torrens Map into the 
Torrens Map or the opposite way, so not entirely unknown why it happens. 


Besides this little thing, nicely done and explained 


2 replies 


Exhibit 18 


Julian 
I mean opposite question how do wanna proof if | mod that? 


m not talking about proof at all tbh 
modding has surpassed the ability to detect it 


people are trusted on an honor code 


Julian 
well but then whats the difference to if we allow fast walk? 


1) unfair to existing runs, entire lb has to be scrapped (those people played the actual, unmodded, release game) or a new lb must be 


created with a separate category; 2) slippery slope, now X Y Z and AB C also need to be allowed because they're also rng, such as 
axel teleport, green minigames, etc; 3) moderation nightmare, since you're opening the door to modding things that are not visually 
detectable; 4) violates SRDC rules against forcing runners to run some third party software or use some "patched exe" 


i could go on but 


Julian 


hence, honor code 
at some point if people are gonna cheat, they're gonna cheat, and it depends on the community being vigilant and sussy to prevent it 


it takes inordinate work to ferret out this stuff, just look at minecraft 


Exhibit 19 


Julian 


A: You delete these videos immidately 


and 
entirely! After Art. 17 GDPR 
B: | will make steps following up on that! 


Kind regards 


